Interactive technologies, including electronic devices are increasingly being utilized as a medium for artistic expression and have been placed in freely accessible public environments with mixed results. When audiences encounter computer-based interactive media arts in a public space they are drawn by various interactivities, to play and experiment with them. However, whether the audience is able to gain a meaningful experience through those physical interactivities has remained an issue of both theoretical and practical debate. This paper will focus on these aspects, most specifically through the study of interactive art in freely accessible public space. The author proposes four new conceptual/analytical tools for examining the subject. It is anticipated that this paper will provide possible alternative strategies for both artists and art researchers in this field with a purpose to enhance intellectual engagement with their audiences, so as to succeed in leading interactors to obtain meaningful experience and rewards.
Introduction -The Research Background
'Interactive art is said to be 'created' by the people engaged in the active experience of it' [1] .
The research has drawn upon both the allure and the awareness of issues of the subject. The allure of interactivity and the dynamics of computer-based interactive media arts, which often actively grasp the attention of audiences with its diverse presentations, in contrast to the conventional ways of viewing art, this active participation is often encouraged as an artistic input so as to obtain meaningful experiences and reveal the artistic intent [2] . Since the 1990's there has been a growing study of aesthetic and emotional experiences in the area of computer-based interactive media art research (Edmonds and Graham et al) [3] , [4] . Artists and art researchers have been investigating the interface of these media arts in an attempt to reveal forms which engage audiences. Various strategies for engaging audiences have been developed. 'Playfulness' might be considered one of the most viable tactics that is often employed as the main ingredient as for an initial engagement as well as being a catalyst to arouse subsequent more meaningful experiences (Polaine and Moggridge et al) [5] , [6] . In addition to this, others have been proposed by the author, which include: Dominance Transfer, Mind Orientedness and Accessible Challenge, all of which have been examined to some extent by previous research, the pilot and field studies which will be discussed further in the following sections.
The Pilot and Field Studies
In order to establish the scope for further research and tests for the viability of the research methodology, an experimental interactive installation was made and a pilot study conducted. The work "Event Horizon" is a screen based interactive installation, which is equipped with an infrared-sensor as means of detecting the audiences' presence. The image patterns of the work changes randomly and dynamically and is triggered by the audiences' movement. The pilot study was conducted in The Robert Gordon University, in a public hallway of the Scott Sutherland School; it is one of the major thoroughfares that leads to both the main exit and lecture rooms in the building. The criteria for choosing the pilot site were: 1) It must be a mundane and non exhibition space 2) Is accessible for everyone 3) It is a major route for everyday use. The first field study was carried out in Taiwan, Kaoshiung County, Fongsan West (Mass Rapid Transit) station. A phoenix shaped computer-controlled interactive installation was made from articulated stainless steel pipes, which were hung beneath the ceiling inside the station near the exit one. The form of the installation symbolizes the legend of Fongsan City (Fong Sang in Chinese means Phoenix Mountain). The streamlined phoenix shaped installation resembles Chinese calligraphy, and is not only made for reflecting the cultural value but also with the purpose to elicit affection from the passengers toward their hometown. Several stainless maracas are attached to the end of the pipes. The sound of maracas is triggered when the passengers pass underneath it.
Ethnographical approaches were employed in both studies that included non-participant observation and semi-structured interviews with the audiences and passengers concerning their physical reaction and sensory responses with the art installations. Thirty research questionnaires were issued at the conclusion of the verbal interviews for the pilot study of which twenty were retrieved at the end. In consideration of any ethical issues and with regard to the efficiency of the interview process, a digital voice recorder was utilized as a major research data collecting tool. This methodology was applied to research gathered from passengers at the Fongshan West MRT station, of which ultimately fifteen passengers were interviewed.
